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Classification Decision: 


Objectionable. 

Display Conditions: 

Not Applicable. 

Descriptive Note: 

Not Applicable 


Direction to issue a label has not been given. 


SUMMARY OF THE REASONS FOR DECISION: 

The console game entitled Manhunt is classified as: 

Objectionable. 

Manhunt has been given this classification because it depicts and deals with matters of 
horror, cruelty, crime and violence in such a manner that its availability is likely to be 
injurious to the public good. 

The console game has been produced in Playstation 2 format and allows game 
players to take on the role of a death row prisoner named Cash. Cash escapes 
execution by being forced to take part in a snuff movie via instructions given to him 
through an earpiece. The murders which he commits are shown at close range and 
include the use of baseball bats, plastic bags and an assortment of weapons. 

The likelihood of injury to the public good arises from a player’s lengthy and repeated 
exposure to the game's extreme violence, significant cruelty and horror, and from the 
gameplay constantly encouraging the player to escalate the levels of violence. While it 
is acknowledged the game involves fictional characters and settings, its entertainment 
value lies in allowing the player to enact and repeat regular acts of violence upon 
human characters over a long period of time, and in encouraging the player to increase 
the brutality and goriness of the violence he or she inflicts. 

Of particular concern is the fact that the game is constructed around the fatality moves 
which involve the most vicious and bloody violent action. Regular use of the fatality 
moves is the most effective way of progressing through the game. The goriness of the 
resulting deaths will reward the player with more "style points" and access to additional 
levels and material. Other factors contributing to the classification of this game as 
"objectionable" include: the absence of many of the balancing factors present in other 
games classified restricted to adults, its linear story line in which the player has no 
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choice but to kill, its encouragement to make each kill more brutal, the ease with which 
the player "becomes" the protagonist, the repetitive nature of the killings and the length 
of time it takes to complete the game. 

Turning to the relevant provisions of the New Zealand Bill Of Rights Act 1990 (NZBR 
Act), the Classification Office has concluded that the publication falls just shy of the 
deeming provision of s3(2)(f) of the Films, Videos and Publications Classification Act 
1993 (FVPC Act). Flowever, consideration of the game under ss3(3) and 3(4) of the 
FVPC Act leads to the conclusion that the availability of Manhunt is likely to be 
injurious to the public good. In this instance the freedom of expression is outweighed 
by likelihood of injury to the public good that could result from this game’s availability. 
The length of time it takes to complete the game, and the necessity to repeat the 
killings in ever more gory fashion on each level if one does not complete that level at 
first attempt, increases exposure to material that initially disturbs, but which must be 
accommodated, to complete the game. A player’s power both to initiate violence and 
to control the level of violence is part of the process by which this accommodation is 
made. To succeed in this game, a player, regardless of age or maturity, must learn 
over an extended period of time to acquiesce in, tolerate, or even enjoy, the violence 
he or she inflicts. 

Learning how to acquiesce in, tolerate, or take enjoyment from inflicting violence, 
cruelty and suffering over the length of time it takes to play this game requires an 
antisocial attitudinal shift, (and reinforces such attitudes amongst those who already 
have them) that is likely to be injurious to the public good. Another likelihood of injury 
to the public good lies in the game’s potential to adversely affect young people and 
adults alike, who may find the constant focus on inflicting injury or death in a brutal and 
callous manner disturbing and distressing. The third likelihood of injury arises from the 
fact that the game immerses the player in violent gameplay intended to be a source of 
excitement and pleasure. To a greater or lesser degree, this has the potential to inure 
players to brutal violence generally. 

Flaving applied the NZBR Act throughout the Classification Office’s consideration of 
how the legal criteria apply to this game, and having identified the resulting likelihood 
of injury to the public good that the availability of this game creates, it is apparent that 
injury to the public good is likely to result from playing the game, regardless of the age 
of the player. A classification of "objectionable" is therefore the only classification that 
reduces the risk presented by this game’s availability. 
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